White DIAMOND 


Huge gem (diamond), lawful evil 


Armor Class 24 (natural armor) 
Hit Points 495 (30d12 + 280) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
30(+10) 12(+1) 30(+10) 26(+8)  21(+5) 27 (+8) 


Saving Throws Con +17, Int +15, Wis +12 

Skills History +15, Intimidation +15, Perception +12 
Damage Immunities poison, radiant 

Condition Immunities blinded, disease, poisoned, 
exhaustion 

Senses passive Perception 22 

Languages Gem, others 

Challenge 26 (90.000XP) 


Legendary Resistance (4/Day). If the Diamond fails a 
saving throw, she can choose to succeed instead. 


Perfect Light. White Diamond emits bright light out to a 
radius of 60ft. and dim light for an additional 60ft. She 
can halve or restore the area of light at will as a bonus 
action. Any creature in the bright light has disadvantage 
on attack rolls against White Diamond if they can see 
her and are not immune to being blinded. 


Whitewashing. When a gem is targeted by her Searing 
Gaze action, White Diamond can choose to subsume 
their will instead of dealing damage. Such a gem 
becomes Whitewashed. 

Whitewashed gems lose their natural coloration. White 
Diamond gains full control of their bodies and full 
access to their senses. She can see and hear as if she was 
in their space, over any distance, and she can speak 
through them using her own voice. She can have them 
take any action or reaction that she wishes, and they use 
her Intelligence, Wisdom and Charisma modifiers in 
place of their own when necessary. 

This effect lasts until White Diamond chooses to end it 
as a bonus action or loses concentration (as if 
concentrating on a spell). White Diamond rolls 
concentration checks with a penalty equal to the 
number of gems she has Whitewashed at a given time. 


The Giantest Woman. White Diamond deals double 
damage to objects and structures. 

She is immune to all damage from any single attack or 
effect that would have dealt less than 15 points of 
damage. 


Innate Spellcasting. White Diamond’s innate 
spellcasting ability is Charisma (Spell save DC 23). She 
can innately cast the following spell, requiring no 
components: 


At will: Otiluke’s Resilient Sphere 


Shapeshifting. White Diamond can use an action to 
shapeshift into a humanoid or beast that has a challenge 
rating equal to or less than her own, or back into her 
true form. Any equipment she is wearing or carrying is 
absorbed or borne by the new form (her choice). Ina 
new form, White retains her game statistics and ability 
to speak, but her AC and movement modes, as well as 
her Strength and Dexterity scores, are replaced by those 
of the new form. She gains any statistics and capabilities 
(except class features, legendary actions, and lair 
actions) that the new form has but that she lacks. 


Gem nature. If White Diamond drops to 0 hit points, she 
is not destroyed instantly. Instead, her physical form 
vanishes, leaving behind a Small diamond that is the 
core of her being. The diamond has AC 30 and 60 hit 
points. It is resistant to all damage, and immune to 
poison, psychic, necrotic and acid damage. White 
Diamond reforms around it with all her hit points 
within 1d6 days unless it is destroyed. If White is 
reduced to 0 hit points as a result of a critical hit, the 
diamond takes the same amount of damage, possibly 
being shattered instantly. 


token art by @glowwe_on twitter! 


ACTIONS 


Claw. Melee Weapon Attack: +17 to hit, reach 15 ft., one 
target. Hit: 28 (4d8 + 10) slashing damage. 


Stomp. Melee Weapon Attack: +17 to hit, reach 5 ft., one 
Medium or smaller creature, or one prone larger 
creature. Hit: 36 (4d12 + 10) bludgeoning damage. 


Searing Gaze. One creature that White Diamond can see 
and who doesn’t have total cover from her must succeed 
on a DC23 Constitution saving throw, taking 33 (6d10) 
radiant damage on a failed save, or half as much damage 
ona successful one. A creature who fails the saving 
throw is also blinded until the end of its next turn if it 
relies on eyes to see. 


Aura burst. White Diamond gains a +4 bonus to her AC 
and Strength, Dexterity and Constitution saving throws 
until the start of her next turn; during this time, the area 
of light she emanates is doubled. She can also end any or 
all effects that grappled or restrained her, provided that 
those effects can normally be ended by making an 
ability check or saving throw. 


LEGENDARY ACTIONS 


White Diamond can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
option can be used at a time, and only at the end of 
another creature’s turn. The Diamond regains spent 
legendary actions at the start of her turn, at which time 
she also rolls a d6 to recharge the Whiteout action. 


Searing Gaze. White Diamond uses her Searing Gaze 
action, or she makes one of her Whitewashed gems use 
her Searing Gaze action. 

Aura burst (costs 2 actions). White Diamond uses her 
aura burst action. 

Whiteout (costs 3 actions, recharge 5-6). White 
Diamond uses her Searing Gaze. Every Whitewashed 
gem that can see the target also uses her Searing Gaze at 
it. The target rolls the saving throw only once, with all 
the damage added together (6d10 plus 6d10 for each 
collaborating gem). 


You can check out Rose Quartz, Yellow 
Diamond and Blue Diamond if you want. 


